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Follow the instructions below to print and play Ready 2
Help. If you would like printed cards mailed to you, please
complete and submit the fulfillment order form available on
Ready.gov/game.

Load 13 sheets of card-
stock Iin printer.

Print two-sided.

Cut out cards.
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Ready 2 Help™

How to Win!

Be the first player to collect five
Emergency cards.

In this box, you have:

Emergency Cards
(Collect five of these to win.)

Skill Cards

(Collect Emergency cards by play-
ing the required skills.)

Take Action Cards

(Use these to help you get the skills
you need to respond to emergen-
cies.)

On Your Turn

The dealer reads the Emergency
card that is on the top of the face-up
pile to each player. Starting with the
dealer and continuing clockwise,
players take turns. On each turn, the
player should draw, play Skill cards
orTake Action cards from their hand
(if they can), then pass to the next

player.

1) Draw

At the start of each turn, the player
either adds one face-up card or two
cards from the draw pile to their
hand. If the player takes a face-up
card, replace that card from the
draw pile.

Cut inside the
gray lines.

Play Skill Cards to Respond

to an Emergency

If a player has all of the Skill cards
required for the Emergency, the
player can respond to the Emergen-
cy to earn the card.

The required Skill cards are shown
on the bottom of the Emergency
card. When a player has all of the
Skill cards required to respond to
the Emergency, they shout “Ready
2 Help!” The responding player
places each Skill card (orTake Ac-
tion card) on the table, then picks
up the Emergency card and places
it on their playmat.

Take Action Cards

Work Together. Player A places this card on
the table and announces the cards that they
need from another player to respond to the
emergency. If one other player (Player B) can
provide Player A with all of the cards they
need to respond to the emergency, then they
can give those cards to Player A. Player A
responds to the emergency, and Player B re-
ceives the WorkTogether card and can place
it on their playmat.

Take a Deep Breath. Place this card in the
discard pile and draw two cards (face-up,
face-down, or one of each). If a player draws
this card on their turn, they can use it
immediately to draw two more cards.

Use aWild Card. AWild card can be played
in place of any Skill card when responding to
an Emergency. To use this card, the players
must discuss the question on the back of the
Emergency card.The player using the Wild
card should read the answers on the back

when available. 9

STAY SAFE

¢ Look for danger.
e If you are in danger, get to a safe
place.

3 (front)



2) Play Skill Cards or Use

Take Action Cards

If the player has the cards they
need in their hand then they can
play them to respond to the Emer-
gency (see the picture below for an
example). If they do not have the re-
quired Skill cards then they can try
to use Take Action cards to get the
Skill cards they need.There is no
limit on how many cards a player
can play on their turn.

Set Up the Game

Separate the Decks
Separate the Emergency deck
(Emergency cards) from the Re-
sponse deck (Skill cards and Take
Action cards).

Deal Cards to Players

If players are using a playmat, give
one mat to each player.The oldest
player deals five cards from the
Response deck to each player.

Set Up the Play Area

Place the Emergency deck face-up
on the table. Place five cards from
the Response deck face-up in a row
in the center of the table. Place the

Response deck face-down to create4

the draw pile.

3) Pass to the Next Player

If a player has responded to an
Emergency, or has completed all
of the actions that they can during
their turn then they pass to the
next player. A player may only have
a maximum of five cards in their
hand when they end their turn. If
they have more than five cards,
they must choose cards to play

or place in the discard pile. If they
have fewer than five cards, they do
not need to take any action.
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Visit Ready.gov/game
for detailed game
instructions.

Using Take Action Cards

If a player cannot respond to an
Emergency with the cards in their
hand, they can use any Take Action
cards they have in their hand.They
can use these cards to work with
another player to get the cards they
need, draw additional cards, or

use a Take Action card to replace a
required Skill card.There is no limit
to how many Take Action cards may
be used during one turn.

4 (back)



STAY SAFE STAY SAFE STAY SAFE

* Look for danger. * Look for danger. * Look for danger.
¢ If you are in danger, get to a safe ¢ If you are in danger, get to a safe ¢ If you are in danger, get to a safe
place. place. place.

STAY SAFE STAY SAFE STAY CALM

¢ Look for danger. * Look for danger. ¢ Take a deep breath before
¢ If you are in danger, get to a safe ¢ If you are in danger, get to a safe reacting.
place. place. ¢ Continue taking deep breaths
throughout the emergency.
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STAY CALM STAY CALM STAY CALM

* Take a deep breath before ¢ Take a deep breath before * Take a deep breath before
reacting. reacting. reacting.

¢ Continue taking deep breaths ¢ Continue taking deep breaths ¢ Continue taking deep breaths
throughout the emergency. throughout the emergency. throughout the emergency.

STAY CALM STAY CALM

¢ Take a deep breath before ¢ Take a deep breath before GET H ELP
reacting. reacting.
« Continue taking deep breaths « Continue taking deep breaths * Call 9-1-1 and follow instructions.
throughout the emergency. throughout the emergency. * Ask someone you trust to help
you.
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GET HELP GET HELP GET HELP

¢ Call 9-1-1 and follow instructions. ¢ Call 9-1-1 and follow instructions. ¢ Call 9-1-1 and follow instructions.
¢« Ask someone you trust to help ¢« Ask someone you trust to help ¢« Ask someone you trust to help
you. you. you.

GET HELP GET HELP GET HELP

¢ Call 9-1-1 and follow instructions. ¢ Call 9-1-1 and follow instructions. ¢ Call 9-1-1 and follow instructions.
¢« Ask someone you trust to help ¢« Ask someone you trust to help ¢« Ask someone you trust to help
you. you. you.
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GET HELP

¢ Call 9-1-1 and follow instructions.
¢« Ask someone you trust to help
you.

GET HELP

¢ Call 9-1-1 and follow instructions.
¢« Ask someone you trust to help

GET HELP

¢ Call 9-1-1 and follow instructions.
¢« Ask someone you trust to help

you.

GIVE INFO

you.

GIVE INFO

GIVE INFO

Describe the emergency.

If you are at home, give the 9-1-1
operator your address.

If you are not at home, give the
address or a landmark.

Describe the emergency.

If you are at home, give the 9-1-1
operator your address.

If you are not at home, give the
address or a landmark.

Describe the emergency.

If you are at home, give the 9-1-1
operator your address.

If you are not at home, give the
address or a landmark.

1 (front)
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GIVE INFO

GIVE INFO

GIVE CARE

Describe the emergency.

If you are at home, give the 9-1-1
operator your address.

If you are not at home, give the
address or a landmark.

GIVE CARE

Describe the emergency.

If you are at home, give the 9-1-1
operator your address.

If you are not at home, give the
address or a landmark.

GIVE CARE

¢ Follow instructions from trusted
helpers or responders.

« Use comforting words and
actions while you wait for help
to arrive.

¢ Follow instructions from trusted
helpers or responders.

« Use comforting words and
actions while you wait for help
to arrive.

¢ Follow instructions from helpers
or responders.

« Use comforting words and
actions while you wait for help
to arrive.

GIVE CARE

¢ Follow instructions from trusted
helpers or responders.

« Use comforting words and
actions while you wait for help
to arrive.
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GIVE CARE

¢ Follow instructions from trusted
helpers or responders.

« Use comforting words and
actions while you wait for help
to arrive.

WORK TOGETHER

Work with another player to
respond to the emergency!

Tell the other players what cards you

need. The person who gives you their

cards gets this card. They can use it as
an emergency card.

WORK TOGETHER

Work with another player to
respond to the emergency!
Tell the other players what cards you
need. The person who gives you their

cards gets this card. They can use it as
an emergency card.

WORK TOGETHER

Work with another player to
respond to the emergency!

Tell the other players what cards you

need. The person who gives you their

cards gets this card. They can use it as
an emergency card.

WORK TOGETHER

Work with another player to
respond to the emergency!

Tell the other players what cards you

need. The person who gives you their

cards gets this card. They can use it as
an emergency card.

TAKE A DEEP BREATH

You remember to take a
deep breath to stay calm!

Draw two cards (face-up or face-down)
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TAKE ACTION

TAKE A DEEP BREATH

TAKE ACTION

TAKE A DEEP BREATH

TAKE ACTION

oo 000
USE A WILD CARD

You remember to take a
deep breath to stay calm!

TAKE ACTION

USE A WILD CARD

You remember to take a
deep breath to stay calm!

TAKE ACTION

USE A WILD CARD

Use this card to replace any
skill card.

Use this card to replace any
skill card.

Use this card to replace any
skill card.

TAKE ACTION

USE A WILD CARD

Use this card to replace any
skill card.
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USE A WILD CARD

Use this card to replace any
skill card.

Put this card down with the other skill
cards to respond. Then discuss the
questions on the back of the
Emergency card.

mmm EMERGENCY =

While playing on the playground
with your friend, a kid falls off the
monkey bars. You run over to see
if he is OK. He can talk, but he is
holding his arm and crying.

Y o

mmm EMERGENCY =

You are riding in the car with your
friend. His grandmother quickly
pulls over to the side of the road.
She is leaning over to her left. When
your friend asks what’s wrong, she
seems confused.

AY®a

mmm EMERGENCY =

You are at home sleeping. You
hear the smoke alarm and smell
smoke.

DOV S

mmmm EMERGENCY =

You are playing baseball with
some friends. Your teammate
gets hit in the head by a ball
and falls down. He does not
answer when you call his name.

Dv@a

mmmm EMERGENCY =

You are fishing in the lake with
your friend. She falls in, but she
does not know how to swim.
Your parents are up the hill
talking to each other.

O ¢
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